Saurial Traits Your saurial character has a slew of primeval abilities, due to their nature. 


Ability Score Increase. Saurials are incredibly diverse. Your ability scores are raised depending on 
Which subrace you pick. 


Age. Saurials mature quickly, appearing fullgrown by five years old. However, they mature 


mentally at about the same pace as humans, and can be incredibly long lived, living over 200 
years without the aid of magic. 


Alignment. Saurials have no tendency towards any alignment. Their diversity means that any 
Variety of alignments can be found in their ranks. 


Weak to Cold. Though you are warm blooded, your reptilian body has difficulty retaining heat. You 
are vulnerable to cold damage. 


Primeval Senses. You have proficiency in the Perception skill. You also have advantage on saving 
hrows against sound based attacks and effects, and disadvantage on saving throws for gas 
based attacks and effects. 


Infravision. You can see in infrared. You are able to pick out warm objects, even in the dark. You 
are not able to see cold objects in the dark. 


Natural Armor. You have a natural armor bonus of +1. When unarmored, your AC is equal to 10 + 
your natural armor bonus + your dexterity modifier. 


Languages. You can speak, read, and write Common and Draconic. You also know the language 
of the Saurials, which utilizes a combination of scents and sounds that humans cannot hear to 
communicate, and uses lines carved onto sticks for writing. 


Subrace. Four main subraces of saurials populate the worlds of D&D: finbacks, bladebacks, fliers 
and hornheads. Choose one of these subraces. 


Ability Score Increase. Your dexterity score increases by 2 and your strength score increases by 
il 


Size. Finheads usually stand around 5 feet tall, and weigh from 90 to 110 pounds. Your size is 
medium. 


Speed. Your base walking speed is 30 feet. 
Brave. You have advantage on saving throws against being frightened. 
Claws. You are proficient with your unarmed strikes, which deal 1d4 damage on a hit. 


Hardworker. You gain proficiency with an artisan’s tool set of your choice. 


Saurial Nimbleness. Once per short rest, when you make a Dexterity saving throw, you may 
choose to reroll. You must do this before you find out the result, and you must use the new result. 


Ability Score Increase. Your Wisdom score increases by 2, and your Constitution score increases 
by 1. 


Size. Bladebacks can stand almost 7 feet tall, and can weigh well over 200 pounds. Your size is 
medium. 


Speed. Your base walking speed is 30 feet. 


Large Bodied. You count as one size larger when determining your carrying capacity and weight 
you can push, drag, or lift. 


Tail. You are proficient with unarmed attacks, which deal 1d4 piercing damage on a hit. 


Saurial Resilience. You are naturally patient, and have a strong will. When you take damage, you 
ican use your reaction to roll a d12. Add your Constitution modifier to the number rolled, and 
reduce the damage by that total. After you use this trait, you can’t use it again until you finish a 
short or long rest. 


Healer. You are proficient in the Medicine skill. You are also proficient with Herbalism Kits. 


Ability Score Increase. Your dexterity score increases by 2. 


Size. Fliers are usually about 3 feet tall, with a wingspan of double the size. Your size category is 
small. 


Speed. Your base walking speed is 20 feet. 


Flight. You have a flying speed of 40 feet. To use this speed, you can’t be wearing medium or 
heavy armor. You cannot use weapons or items while flying. 


Flyway. You are able to use the disengage action as a bonus action, avoiding an enemy's 
opportunity attack so long as you use your fly speed to move away. 


Ability Score Increase. Your Intelligence score increases by 2, and one other stat of your choice 
increases by 1. 


Size. Hornheads can stand up to 8 feet tall, and weigh nearly 300 pounds. Your size category is 
medium. 


Speed. Your base walking speed is 30 feet. 


Large Bodied. You count as one size larger when determining your carrying capacity and weight 
you can push, drag, or lift. 


Horns. You are proficient with your unarmed strikes, which deal 1d4 damage on a hit. 


Saurial Lore. You are proficient in your choice of Arcana, History, Nature, or Religion. 


Cantrip. You know one cantrip of your choice from the wizard spell list. Intelligence is your 
spellcasting trait for it. 


